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Additional
Rules

Irregularities are handled generally as in the three-handed
game with these additions: 4 cards must be left in each
packet at the cut.

If any player commits any irregularity, the play ends,
and offender must pay losses for his partner as well as
himself.

FOR  FIVE PLAYING

ACTIVELY

The cards and rank of suits are as in
the three-handed game (Sec. 2, page
604).

\             Low cut is dealer. Each player beginning at dealer's left

The Deal receives a hand of 6 cards, and a blind of 3 cards is dealt
face down. The cards are dealt 3 on the first round, then
the blind, then 3 more to each player.

2
)bjects of

To take in at least 61 points in counting cards either as a
lone player or with one player as a partner; or, to avoid
:he Game   taking any counting cards if least is played (see Sec. 6,

page 605).
3

Determin-
ing the
Lone
Player

oosmg a
Partner

The right to be the lone player against the other four is
determined as in the three-handed game (Sec. 5, page 605).
If the player does not wish to play alone, a partner may
be called and must be the holder of a nontrump ace. But
if the player holds all three nontrump aces, he calls the first
other player, aside from him, who wins a trick as his partner.
If no other player wins a trick, the caller scores as playing
alone.
When the player calls a certain ace, he must hold a card
of its suit to play to the first lead of that suit. If he holds no
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